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Introduction 
This report will be looking into how game development tools are used to attract and engage an audience into playing a game and retaining their attention creating an immersive experience. “Immersive games are video games that transport the player into an alternative world where techniques are used to make them feel more like the character they’re playing. This is achieved through a combination of good game flow, fully developed storylines, and extreme realism made possible by cutting-edge graphics.” [14] I will be analysing these areas and more in a host of different game genres, selecting key game examples, while aligning my research with the Theory of Flow by Mihaly Csikszentmihalyi to explore this area from a psychological perspective. 
Background to the Proposed Research
At this stage in the video game industry, we are currently experiencing the ninth generation of video game consoles with the release of the PlayStation 5 and Xbox Series X & S. Over the years, many different types of games have released satisfying different kind of tastes for audiences. “Video game genres are used to categorize video games based on their gameplay interaction, defined by a set of challenges. While some genres came out in the beginning, several video games pioneered and set the standard for such genres, changing the industry in the process.” [13] As technology kept evolving with time, the tools to create more immersive games were presented. Starting out in the early 1960s with Spacewar! to Space Invaders, Donkey Kong, Super Mario Bros & many more. The first to fourth generation of games consoles introduced a wide range of games in the 2D/Arcade space where many intellectual properties are very popular today and updated games are created. Pioneering Games such as Street Fighter, Wolfenstein 3D, Mario popularized the fighting, first-person shooter and side scroller genre to the masses. Leaping off the success of these generations, the fifth generation with the N64, PlayStation and Saga Saturn launched refining the gaming industry to the next level. Hundreds of titles were being released expanding on established genres or creating new ones. At this point, there was a game for everyone to be interested in. With the 6th, 7th and 8th generation of consoles, hardware evolved and developers had the freedom and tools to bring a more ambition idea to life. The Grand Theft Auto franchise refined the 3D environmental experience providing an immersive experience. Immersion can also be referred to as a flow state. In Csikszentmihalyi’s words, flow is “a state in which people are so involved in an activity that nothing else seems to matter; the experience is so enjoyable that people will continue to do it even at great cost, for the sheer sake of doing it.” [13] Many modern games have the capabilities now more than ever to create this flow state with for example, a satisfying gameplay loop or narrative string, that it will be wise to understand several key examples so we can replicate this effect in our own game development projects.
Aims & Objectives
[bookmark: _Hlk118294394]The aim is to provide different areas of research understanding, dissecting and explaining what developer tools are used in games and how they affect the target audience into engaging with the content and then progress into an immersive state of enjoyment to replicate these techniques in our own game development cycles to be successful in our chosen genre
The objectives are:
· To gather research on different game genres selecting key games in a genre to analyse and dissect the tools created & used by developers to hook the target audience. The presentation, narrative, gameplay mechanics, game engine specifics, art style, animations, assets all being used in a cohesive state to provide the immersive experience. Focusing on 3-5 genres that I am familiar with and areas where I can learn new things. This will provide the foundations of the report to achieve the aim. 
· To gather quantitative research on players favourite games, how they were hooked in the beginning to try the game and what kept them playing. Additional test questions would include: What games were you interested at first but after playing it you didn’t enjoy it – Why? Opposite of initial question – What genres are you not very interested in and why might that be? This would provide an overall picture of a specific audience and help us understand key elements. 
· To explain and utilise Mihaly Csikszentmihalyi’s Theory of Flow research papers and books to align the psychology behind a flow state with immersive and engagement in video games. Tackle several game examples with the theory and see how it fits in and where it perhaps doesn’t. 
· At the end of this study, I will have provided a set of recommended tools to use in your own game development cycle to make it a success. Utilising primary and secondary sources, allow the reader to now understand different types of areas in multiple game genres that attract an audience and retains their attention.
Project Design 
Outline of Project Process
[bookmark: _Hlk118294398]I will outline key areas of knowledge that needs covered as for the foundations. I will identify which game genres are the best to breakdown and select an example game to dissect and present the points about developers tools. I will conduct literature reviews to gather research to back up my points and present key information to the reader. I will present my primary data into organised pieces that are digestible to the reader with valid points. Overall, completing the aim and objectives and stating a conclusion.
Data Collection
[bookmark: _Hlk118294406]Primary data can be collected through surveys. Posting them on social media, websites, forums, asking friends and family to fill it out and University societies that align with my chosen subject. 
Gain access to published sources in the library and analyse prior research in this area. 
Gather together online articles and sources to analyse and backup points made.
Data Evaluation 
[bookmark: _Hlk118294409]A series of graphs and images can be used to illustrate data to reinforce a point. 
Risks & Limitations 
[bookmark: _Hlk118294412]I will be collecting user data from a range of people and need to uphold a responsibility of keeping that data safe following the laws set such as the Data Protection Act 2018. I will make all intentions clear and only use the data for this project. 
Resources & Planning
Hardware Resources
[bookmark: _Hlk118294415]Personal Computer, Game Consoles, 
Software Resources 
[bookmark: _Hlk118294417]Microsoft Office, Google Drive & Forums.
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